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behaviour﻿ (Anderson,﻿ 2004;﻿Anderson﻿&﻿Bushman,﻿ 2002)﻿ and﻿ addiction﻿ (Griffiths,﻿Davies,﻿&﻿
Chappell,﻿2004),﻿are﻿now﻿viewed﻿by﻿many﻿in﻿a﻿more﻿favourable﻿light.﻿James﻿Paul﻿Gee,﻿one﻿of﻿the﻿
best﻿known﻿and﻿most﻿widely﻿cited﻿proponents﻿digital﻿educational﻿game﻿research,﻿suggests﻿that﻿digital﻿
games,﻿when﻿well-constructed,﻿offer﻿ the﻿player/learner﻿ information﻿on﻿demand,﻿ just﻿ in﻿ time,﻿and﻿
within﻿a﻿context﻿that﻿they﻿care﻿about﻿(2003).﻿Good﻿games,﻿he﻿suggests,﻿present﻿problems﻿in﻿a﻿logical﻿
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Clark,﻿Tanner-Smith,﻿&﻿Killingsworth﻿ (2016)﻿ conducted﻿ a﻿meta-analysis﻿ to﻿ investigate﻿ the﻿
effectiveness﻿of﻿digital﻿games﻿on﻿learning﻿outcomes﻿in﻿game﻿versus﻿non-game﻿conditions﻿and﻿using﻿
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what Type of Studies Have Been Conducted to Investigate 















Figure 1. Effectiveness of Narrative-Driven Digital Games
International Journal of Game-Based Learning
Volume 8 • Issue 4 • October-December 2018
38














addressed﻿by﻿20%﻿of﻿ the﻿ studies﻿ selected﻿ for﻿ synthesis﻿ (n=26).﻿They﻿were﻿deemed﻿ to﻿have﻿been﻿
effective﻿in﻿a﻿combined﻿69.2%﻿of﻿cases.﻿These﻿findings,﻿and﻿others,﻿are﻿illustrated﻿in﻿Figure﻿2.
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constituted﻿ 6.9%﻿of﻿ the﻿ total﻿ (n=9),﻿ only﻿ 55.6%﻿of﻿which﻿were﻿ deemed﻿ to﻿ have﻿ achieved﻿ all﻿ of﻿
their﻿educational﻿aims.﻿All﻿of﻿these﻿studies﻿were﻿published﻿after﻿2010,﻿which﻿indicates﻿that﻿mobile﻿
applications﻿are﻿still﻿an﻿emerging﻿trend﻿in﻿educational﻿games﻿research.﻿Their﻿success﻿rate﻿was﻿lower﻿
than﻿ the﻿ related﻿category﻿of﻿Augmented﻿Reality﻿Games﻿ (8.5%﻿of﻿ the﻿ total),﻿which﻿were﻿deemed﻿
effective﻿in﻿63.6%﻿of﻿cases,﻿with﻿the﻿remainder﻿achieving﻿mixed﻿results.




Figure 2. Effectiveness by Subject Area
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Figure 3. Effectiveness by Genre
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Effectiveness by Educational outcome/s
It﻿was﻿common﻿for﻿studies﻿within﻿this﻿data﻿set﻿to﻿measure﻿more﻿than﻿one﻿educational﻿outcome.﻿Because﻿
of﻿this,﻿it﻿was﻿possible﻿for﻿a﻿study﻿to﻿show﻿little﻿or﻿even﻿negative﻿change﻿in﻿one﻿educational﻿outcome﻿
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Previous﻿ studies﻿ have﻿noted﻿ that﻿ educational﻿ game-﻿ and﻿ simulation-related﻿ literature﻿ suffers﻿
from﻿some﻿publication﻿bias﻿(Sitzmann,﻿2011).﻿Studies﻿have﻿been﻿selected﻿for﻿ review﻿based﻿upon﻿









of﻿studies﻿ reported﻿on﻿games﻿ that﻿showed﻿no﻿effect﻿beyond﻿ that﻿experienced﻿by﻿a﻿control﻿group.﻿
These﻿findings﻿are﻿more﻿positive﻿than﻿those﻿of﻿Ke﻿(2009),﻿who﻿determined﻿52.3%﻿of﻿studies﻿were﻿
effective,﻿26.2%﻿were﻿mixed,﻿1.5%﻿were﻿negative,﻿and﻿18.5%﻿showed﻿no﻿difference﻿above﻿the﻿control﻿
Figure 4. Effectiveness by Educational Outcome/s
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collaboration﻿and﻿ teamwork﻿both﻿ in﻿ the﻿ local﻿and﻿global﻿contexts.﻿ In﻿a﻿ study﻿of﻿one﻿such﻿game,﻿
Alien﻿Contact!﻿(Dunleavy,﻿Dede,﻿&﻿Mitchell,﻿2009),﻿researchers﻿designed﻿a﻿“jigsaw﻿pedagogy”﻿in﻿
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from﻿ this﻿ review﻿ are﻿ quite﻿ illuminating.﻿Rieber﻿ (1996)﻿ called﻿ for﻿ educational﻿ games﻿ to﻿ employ﻿




































Suggestions for Further Research
The﻿researchers﻿would﻿join﻿with﻿All,﻿Castellar,﻿and﻿Van﻿Looy﻿(2013)﻿in﻿recommending﻿that﻿‘best﻿
practices’﻿be﻿adopted﻿for﻿the﻿design﻿and﻿reporting﻿of﻿future﻿research﻿into﻿the﻿effectiveness﻿of﻿DGBL.﻿
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